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•  University of Florida 
AAU & ARL member 
One of the largest universities in the US – 
almost 50,000 students and over 4,000 
faculty 
•  Marston Science Library 
One of 7 libraries on campus 
Consolidation of 6 smaller department 
libraries on campus in 1987 
Serves all science & engineering disciplines 
The ‘French Fries’ are actually a sculpture 
called ‘Alachua’, created by John Henry 
 
h@p://www.uﬂ.edu/about-­‐uf/facts-­‐and-­‐rankings/	  
h@p://www.uﬂib.uﬂ.edu/msl/about/history.html	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Ethics & Higher Education 
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•  2005 survey of 63,700 
undergraduate 
students and 9,250 
graduate students 
–  62% of undergraduates 
–  59% of graduate 
students  
–  Engaged in “cut and 
paste” plagiarism from 
either print  or electronic 
sources at least once in 
the last three years. 
(McCabe 2005) 
Na/onally:	   Locally	  at	  UF:	  
The GAP Project: 
Gaming Against Plagiarism 
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•  A two year, $298,000 National Science Foundation (NSF) 
grant through the Ethics Education in Science & 
Engineering (EESE) Program 
•  Project: Create an online, self-directed, interactive 
game 
•  Goal: Provide a role-adapting environment for Science, 
Technology, Engineering, and Mathematics (STEM) 
disciplines 
•  Objective: Graduate students recognize, understand 
and avoid research misconduct in the forms of 
fabrication, falsification & plagiarism 
h@p://ufdc.uﬂ.edu/UF00098766/00001	  
The GAP Project: 
Gaming Against Plagiarism 
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  Evalua'on	  
Synthesis	  
Analysis	  
Applica'on	  
Comprehension	  
Knowledge	  
In	  Bloom,	  B.	  S.	  (1956).	  Taxonomy	  of	  educa.onal	  objec.ves:	  The	  classiﬁca.on	  of	  educa.onal	  goals.	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  York:	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  Green.	  
	  
Game 1 – Cheats and Geeks 
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Game 2 – Frenetic Filing 
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Game 3 – Murky Misconduct 
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Certification 
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Formative Assessment: 
Usability Testing 
•  Game 1: Quizzes were interesting, 
having an opponent increased 
engagement (want to win) 
•  Game 2: Wanted to understand 
definitions (would be helpful in the 
future) 
•  Game 3: Detecting things increased 
motivation, interesting to find 
evidence, satisfaction from successful 
accusations 
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Summative Assessment 
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•  Rollout to different campuses – summative 
–  Pre- & post-tests focused on skill acquisition 
•  Preliminary ANOVA analysis showed no significant 
difference 
–  Not necessarily correlated to engagement 
 
•  Measures of engagement 
–  In-class usage, game 2 in particular – social/
competition element as well as content 
–  Anecdotal – testimonials: usability, rollout 
Post-Development Comments 
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“I like the one that gives example papers to us and asks us to 
identify the type of research misconduct. I like how it gives 
concise definitions of each type of research misconduct. So if I 
ever need to review those definitions, I would be able to go to 
that game and read them.” 
 
“I liked the second game best, because I really had to know the 
definitions for each to get a good score.” 
 
“I liked the third game the best. It required the most critical 
thinking and conceptual application of the three games. I liked 
the second game the least, as it could be completed via rote 
memorization.” 
Future Initiatives 
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•  Update the game with content 
•  Improve scalability 
•  Build in assessments 
èTo do this, apply for another round of grant 
funding, hire outside developers for rapid turn-
around. 
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•  Marston Science Library 
•  Caltech Library 
•  http://cms.uflib.ufl.edu/games/gap 
•  http://guides.uflib.ufl.edu/stemrcr 
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Questions? 
Donna	  Wrublewski	  –	  dtwrublewski@library.caltech.edu	  
Amy	  Buhler	  –	  abuhler@uﬂ.edu	  
Michelle	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  –	  mleonard@uﬂib.uﬂ.edu	  
